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The aim of this research and development is to create a video on the creation techniques of 
three-dimensional origami that is proper and effective as learning media for the handicrafts 
course for students of Teacher Education for Early Education at the State University of 
Malang. The study utilized the Research and Development (R&D) method (Gall, Borg, and 
Gall, 2003). The stages of the research involved analysis of needs through instructional 
analysis, scenario development, video script development, footage recording, editing, and 
validation. The research results indicated that the developed video was declared valid and 
proper for usage as learning media based on evaluations from a media expert, material 
experts, and candidate users. Therefore, the developed media can be utilized to support the 
improvement of skills of candidate teachers for early education in the development of three-
dimensional origami media products.  
Keywords: Development, handicrafts, video, three-dimensional, origami creation techniques 
 
1. Introduction 
The Teacher Education for Early Education Study Program of the Faculty of Education 
Science of the State University of Malang has the vision “to realize a Teacher Education for 
Early Education Study Program that possesses competitive, professional, and comparative 
advantages and becomes a reference for the three pillars (Tridharma) of higher education in 
the field of early education based on values of socio-culture, humanity, and religion”. 
Teacher Education for Early Education Study Program students, in addition to being prepared 
as candidates for teachers in early education institutions (Islamic preschool, playgroup, 
preschool) are also prepared by the study program to possess expertise in the field of early 
education “edutainment”.  
Teacher Education for Early Education Study Program students are expected to become 
entrepreneurs in the field of early education, whether independently or in cooperation with 
other people and/or institutions to produce goods and execute services in relation to 
preschool-age children. To develop the entrepreneurial spirit of Teacher Education for Early 
Education Study Program students, in addition to being provided with entrepreneurship-
specific courses directed to the study of the development of entrepreneurship concepts and 
practices, also study entrepreneurship through other courses, among them the course of 
handicrafts.  
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The practice materials for the course of handicrafts contain the material of origami (paper-
folding) techniques that result in three-dimensional models that may be utilized for learning 
media and educational games for preschool-age children. One of the determining factors in 
coursework is the learning media. In selecting learning media, the lecturer should adjust 
according to the course type and student characteristics. If in a class the majority of students 
have a visual learning style, the lecturer should opt for the usage of visual media. If most of 
the students have an auditory learning style, the lecturer should utilize auditory media. Thus, 
if the students have an audiovisual learning style, the lecturer also ought to utilize audiovisual 
media. Considering that the course of handicrafts contains more practice materials, and that 
the characteristics of Teacher Education for Early Education Study Program students are 
heterogeneous, for these concerns, the research involves development of video learning 
media on the creation techniques of three-dimensional origami.  
The need for visual media that can aid students in studying techniques in the creation of 
three-dimensional origami becomes an important one. This is based on the consideration of 
the limited time for demonstrating the practices of three-dimensional origami creation 
directly in the classroom. In addition, the great number of students presents its own challenge 
for their support and advising. Video media may be of help for the lecturer in the instruction 
for the creation of origami and can be replayed as needed when the students require 
explanations.  
Video media, according to Arsyad (2002) is a kind of media that depicts an object 
accompanied by audio or sounds simultaneously and appropriately. Learning media is 
anything that is utilized by a teacher to deliver learning materials to students to attract their 
interest and attention as well as to stimulate their learning process in order to achieve the 
objectives of learning (Kustiawan, 2017; Ramadhani & Kustiawan, 2017). As well, Ibrahim 
(2006) has the view that video media is media that presents images and sounds (visuals and 
audio) in a simultaneous manner.  
Video media is frequently utilized for learning needs at all levels of education. This is the 
case because the visualizations in video media possess an appeal for its users (Astuti, 2017). 
In addition, video media makes it easy for its users to comprehend the message being 
delivered (Fakhriyah, Ardianti, Savitri Wanabuliandari, & Erlianti, 2018; Pramana & 
Suarjana, 2019). Therefore, many researchers, teachers, and practitioners of education utilize 
video media as an alternative learning media.  
Learning videos are a kind of media that is classified as digital visual media because they 
are developed with media creation applications. To develop good video media, developers 
must understand the standards of the development process of videos for learning needs 
(Riyana, 2007). Some of the components that must be included in the content of learning 
videos are the targeted material objectives, the materials, and follow-up in the form of 
assigned tasks that can be performed by users of the media after having viewed the materials 
presented in the video (Tarisci, 2017).  
In this research, the developed video is for a creation tutorial of three-dimensional origami 
for the course of handicrafts. The objective of developing the video is to make it easier for 
the students to create forms of origami in three dimensions. The word “origami” comes from 
Japanese, a combination of the words ori meaning “to fold” and kami meaning “paper”; the 
combining of the two words results in a slight change of the form of the word kami into gami 
but does not change its meaning (Munqidzah & Ustianingsih, 2018; Wardhani, Irawan, & 
Sa’dijah, 2016; Yang, Yin, & Chen, 2014). The resulting form is not “orikami” but 
“origami”, meaning “to fold paper”. The word “origami” has become recognized and used 
around the world to refer to the art of folding paper, and as such the art of folding paper 
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certainly requires the material of paper. There are standard paper characteristics for easy and 
convenient folding, for example strong but thin paper (Ismayanti, 2005). 
 
2. Research method 
The utilized method for this research is Research & Development (R&D). The procedure 
for the research and development of a learning video utilized the research and development 
procedure of Borg & Gall (Gall, Borg, and Gall, 2003). Overall, the research and 
development covers the initial research, instructional design, product composition and 
development, and product validation. The Borg & Gall method was selected because the 
method can be adjusted to the conditions of subjects and the field.  
For this research, the stages of the Borg and Gall model was modified into seven stages: 1) 
research and collection of information, 2) planning, 3) product development, 4) validation 
and initial product testing, 5) product revision, 6) field testing, and 7) final product revision 
(Gall et al., 2003). Each stage was performed one by one in order to ensure that the research 
process occurred according to the plan.  
The data were collected via semi-structured questionnaires for media validation, video 
material validation forms, and a pre and post-test of user competence developed by the 
researcher. The objective is to measure the change in understanding before and after viewing 
the materials in the video. The aspects measured in the validation questionnaire by material 
and media experts are ease of operation, attractiveness of appearance, clarity of presented 
information, message completeness, and ease of understanding the presented message 
sequence (Hanum, Huda, & Kurniawan, 2018; Riyana, 2007; Shuldman & Tajik, 2010).  
The utilized data analysis technique in this research was qualitative analysis and 
quantitative analysis based on percentages. Qualitative analysis was performed to analyze 
qualitative data collected from the experts. Quantitative analysis using percentages was 
performed to quantify the resulting data collected from the experts and the pre-test and post-
test results of students in the practice of three-dimensional origami creation. The results of 
the data analysis were utilized to measure the validity and feasibility of the video media as 




The resulting product from this research is a developed video media in the form of a single 
video that is packaged into a DVD (Digital Video Disc); the material presented in the video is 
creation techniques for three-dimensional origami, covering the understanding of origami, 
tools and items for creating three-dimensional origami, steps to create eight kinds of three-
dimensional origami, and examples of finished works of three-dimensional origami. The 
usage of this product is considered easy because its usage only requires the disc to be played 
on a computer or laptop that is projected to a screen with an LCD projector, or in a DVD 
player that is connected to a large monitor or television. For its usage, this product is 
accompanied by a supplementary book of materials on the theories of three-dimensional 
origami to help students further understand the materials that are presented in the video. 
Results of validation from the media expert led to a score of 92.25% for the video media 
of creation techniques for three-dimensional origami, and thus the developed video media of 
creation techniques for three-dimensional origami is judged to be quite fitting and appropriate 
for usage. The media expert commented that the media is very good and suggested that the 
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cover of the video and book of supplementary materials, which initially only contained the 
title, names of developers, and identity of the institution that created the video media, be 
revised to include illustrations of finished works of three-dimensional origami in order to 
attract interest. 
Table 1. Product Revision Based on Suggestions from the Media Expert 
Before Revision After Revision 
 
The video cover only contained the title, 
names of developers, and identity of the 
institution that created the video media of 
“Creation of Three-Dimensional Origami”. 
 
The cover of the “Creation of Three-
Dimensional Origami” video media was 
supplemented with illustrative images of 
finished works of three-dimensional origami. 
Results of validation from material expert 1 led to a score of 88.75% for the video media 
of creation techniques for three-dimensional origami, and thus the developed video media of 
creation techniques for three-dimensional origami is judged to be quite fitting and appropriate 
for usage. Material expert 1 commented that the media is very good, easy, and appropriate for 
Teacher Education for Early Education Study Program students. Results of validation from 
material expert 2 led to a score of 85% for the video media of creation techniques for three-
dimensional origami, and thus the developed video media of creation techniques for three-
dimensional origami is judged to be quite fitting and appropriate for usage. However, 
material expert 2 commented that although the video media is appropriate for Teacher 
Education for Early Education Study Program, it was still suggested that at the end of the 
video, assigned tasks should be added to motivate students to create forms of three-
dimensional origami. 
Table 2. Product Revision Based on Suggestions from Material Expert 2 






At the end of the video, only the rolling 
caption of gratitude to parties who 
assisted the making of the “Creation of 
Three-Dimensional Origami” video 






At the end of the video, assigned tasks were added 
to motivate students to create forms of three-
dimensional origami, prior to displaying the 
rolling caption of gratitude to parties who assisted 
the making of the “Creation of Three-Dimensional 
Origami” video media. 
Kustiawan, Yafie, Surahman 
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Table 3. Pre-Test Scores of Three-Dimensional Origami Creation 
No. Name Achieved Score Maximum Score Constant Total Score 
1. AR 8 16 100 50 
2. BR 10 16 100 62.5 
3. IZ 9 16 100 56.25 
4. LC 11 16 100 68.75 
5. SK 10 16 100 62.5 




Table 4. Post-Test Scores of Three-Dimensional Origami Creation 
No. Name Achieved Score Maximum Score Constant Total Score 
1. AR 11 16 100 68.75 
2. BR 14 16 100 87.5 
3. IZ 13 16 100 81.25 
4. LC 15 16 100 93.75 
5. SK 14 16 100 87.5 




For the results of student practice in creating three-dimensional origami, it was found that 
the scores of all students who had taken the pre-test improved. On the post-test, subject 1 had 
a score of 68.75, subject 2 had a score of 87.5, subject 3 had a score of 81.25, subject 4 had a 
score of 93.75, subject 5 had a score of 87.5, and subject 6 had a score of 81.25. Therefore, it 
can be concluded that the scores of subjects 1 to 6 who completed the field test improved. 
Based on these results, it can be interpreted that the video media for creation techniques of 
three-dimensional origami was judged to be fitting and appropriate for usage. The average of 
obtained scores for the post-test based on the effectiveness criteria for utilization of learning 
media is within the score range of 81.00-100.00, meaning that it is quite valid and can be 
utilized without further revisions. 
 
4. Discussion 
A good quality learning process at the university level requires support from appropriate 
learning resources. Learning resources constitute anything that can become materials and 
tools to support learners in gaining learning experience in order to achieve the objectives of 
learning (Koper, 2003). One of the sources for learning that may be utilized is learning 
media. Learning media is a facility to deliver messages of learning from a source of learning 
to learners (Sihkabuden, 2005). There are several forms of learning media that are utilized in 
learning at the university level. One of these kinds of media is video media. Video media is 
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media that displays visuals (moving images) and audio (sound) simultaneously, and therefore 
students in grasping the materials will utilize their senses of vision and hearing at the same 
time (Potdevin et al., 2018; Woottipong, 2014).  
A learning media can be said to be effective and appropriate for usage if it is able to 
provide stimulus to students, thereby improving the results of learning by the students. As 
with the results of the research that has been performed, the developed video media was able 
to stimulate learners. This is because the presenter explained the materials for three-
dimensional origami creation techniques using a variety of communication methods, as 
through simultaneous spoken language and gestures as well as text on screen, which aids the 
students in understanding the material content in the video as measured among the users of 
the media.  
The video media for three-dimensional origami creation techniques possesses many 
benefits for both educators and learners, one of them being to motivate student interest; this is 
apparent in the direct practice of the creation of different kinds of three-dimensional origami 
by the presenter that make students interested to follow along, the short length of the video 
that does not cause disinterest, and the accompaniment of illustrations of finished works of 
the different kinds of three-dimensional origami. This is in line with the results of a study 
(Ehrenstein, 2019) that showed that video media is able to improve motivation and 
concentration in paying attention to the learning materials. 
One of the advantages of video media based on the results of this research is the 
capability of presenting information about the techniques of three-dimensional origami; this 
video explains the understanding of origami, two-dimensional origami, and three-
dimensional origami as well as the tools and items to create three-dimensional origami, the 
steps to create eight kinds of three-dimensional origami, and examples of finished works of 
eight kinds of three-dimensional origami. This is in line with the results of the research 
conducted by Abe & Nosu (2017) who found that video media is able to present information 
clearly and can be repeated many times over.  
Another advantage of video variation in communication is technically, the presenter 
utilized total communication with the usage of spoken language, gestures, and supplementary 
narration. This is in line with the research results from a number of researchers (Mulyono, 
Abidin, & Husna, 2019; Saprudin, Haerullah, Abdullah, Saraha, & Hamid, 2018) 
In general, the developed product of video media on three-dimensional origami 
techniques possesses these advantages: (1) it is easy to use; (2) its usage only requires a short 
time to explain the practice of techniques to create eight kinds of three-dimensional origami 
(approximately 40 minutes) for which the actual practice requires spending two to three 
hours; (3) it is accompanied by a supplementary book of materials, which makes it easier for 
students in their usage; and (4) its appearance is appropriate to the needs and conditions of 
usage by students in campus and outside of campus. This is in line with the results of prior 
research as conducted by a few researchers (Hanum et al., 2018; Nawawi, Degeng, & Cholid, 
2019; Rozie, 2014) who concluded that video media is suitable to be developed to assist in 
delivery of procedural materials. In this way, learners can understand effectively and 
efficiently.  
In broader practice, video media is developed to ease the delivery of materials that 
demand learners to practice actions that are demonstrated in the video. One example is a 
research (Anam, Sugiarto, & Wahyudi, 2017) that involved the development of a video for 
the needs of technical materials on basic swimming. The results showed that the developed 
media positively contributed to the learners. Another example of usage is for the needs of 
materials on dance moves as conducted by several researchers (Ida Ayu, Ni Luh, & Ni 
Wayan, 2018; Kompyang Gede, Ni Luh, & I Ketut, 2018; Ni Kadek, I Gede, & Ni Luh, 
2018; Putu, Pradana, Ni Luh, & Rinto, 2018; Sonalitha, Yuniarti, Prihatiningsih, & Prasetya, 
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2017) who concluded that the dancing skills of students may be improved through 
presentation of example dance movements in video media.  
The latest developments of video media for learning involve the creation of mobile 
learning applications, such as that which was performed in some studies (Iqbal, 2019; 
Listiyanti, Syahbana, & Henim, 2016), which resulted in findings about the effectiveness of 
learning results with the use of video media in an Android application. At this time, there is 
much development of media using Android to support learning, and this is due to the 
efficiency of the resulting application (Surahman & Alfindasari, 2017; Surahman & Surjono, 
2017). This cannot be removed from improvement of human resources in the effort to 
integrate technology in order to improve the quality of learning (Alfindasari & Surahman, 
2014; Praherdhiono et al., 2019).  
The most recent developments of video media for learning are implemented in the form 
of augmented reality such as that which was conducted by several groups of researchers 
(Guenter & Gal, 2019; Wang, Suenaga, Yang, Kobayashi, & Sakuma, 2017; Yip, Wong, 
Yick, Chan, & Wong, 2019), and this has an advantage in terms of interesting media 
presentation and flexibility in usage. The results of media development can be used not only 
for classical face-to-face learning but also quite possibly in the context of online learning 
(Ayers et al., 2018). The results of findings as explained previously can become alternatives 
in the development of video media for learning at present and in the future.  
 
5. Conclusion and Suggestions 
The final results of this product development are the validation results from the media 
expert, material expert 1, and material expert 2, as well as the test results. The “Creation 
Techniques of Three-Dimensional Origami” video media is considered appropriate and 
effective to be used in courses. This is based on the results of validation evaluation: the media 
expert gave a score of 92.25% (quite appropriate), material expert 1 gave a score of 88.75% 
(quite appropriate), material expert 2 gave a score of 85% (quite appropriate), and the 
average pre-test score of students (59.375) improved after the post-test to an average student 
score of 83.33. From the overall results of development, it can be concluded that the 
“Creation Techniques of Three-Dimensional Origami” video media is quite appropriate to be 
used in courses to assist lecturers in explaining the material of techniques of creating 
different kinds of three-dimensional origami for the handicrafts course of the Teacher 
Education for Early Education Study Program of the Faculty of Education Science of the 
State University of Malang. 
Based on the results of the conducted development, it is recommended that the video on 
three-dimensional origami creation techniques be distributed to and utilized by college 
students as well as school teachers. The follow-up to the results of this research may be in the 
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